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Dear Readers, 


It may be because it's Fall where I live that I think more of my absent friends. One 
of them, my late SL mentor, Temptress Fratica, claimed that in time SL turns us all 
into telepaths, On a rational level, I don't believe this statement for a minute, But 
I'm not an entirely rational being. I'm struck by strange observations, like the fact 
that a friend of mine and I are always perfectly color coordinated, without any 
planning, or that even though we never consciously attempt to create themed is- 
sues of rez, we often enough wind up producing them anyway. This month it 
happened again, and this time the common denominator seems to be erratic beha- 
vior. My column on dealing with an admirer who was poised to turn my SL into an 
emotional morass certainly describes behavior that is not easy to explain. And the 
theme continues through Crap Mariner's 100-word story, A Time, and both 
poems, Unhinged by Jullianna Juliesse, and Choice by Singh Albatross. 


But don't let our undeclared theme distract you from the main attraction in this is- 
sue: Jami Mills’ interview with installation artist Maya Paris. Cat Boccaccio con- 
tributes the other directly art-related piece in this issue. This time she put her 14 
leading questions to painter Winter Nightfire. 


For SL culture, The Perfect Gentleman, Harry Bailey, adds some thoughts about 
Fall, Halloween and the ongoing masquerade in SL. And to round it all out, colum- 
nist Gudrun Gausman takes a whimsical look at a whimsical species: Nekos. 
Thinking about it, maybe I should have added Gudrun's column to the list of art- 
icles on erratic behaviors? 


Enjoy! 


Flor Nachtigal 
Editor in Chief 
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This month, artist & builder Winter Nightfire 
bravely answers Cat’s 14 leading questions. 


SL age: 5 in October 
SL activity; Artist 
RL location: San Francisco, CA 
In-your-own-words bio: I am a painter, a 
builder, a wearer of outlandish fashion 
I'm an experimenter, an innovator, a 
friend and an idea, I'm emotional, 
freakish, transparent, a point of light and a 
vast landscape. 


1, What in SL has brought you the most 
happiness? 

I should say something about people here 
but I am going to say building instead, 
because it's true. 


2. What has given you the most sadness? 
Loss. 


3. How would you describe your home in 
SL? 

My home in SL is f*cking awesome, I 
made it myself. It is rustic, sophisticated, 
earthy, dynamic and open, and it looks 
like a gallery: it shows off over 50 pieces 
of art by 30 of the artists | have met in SL. 
Tam an art collectoholic. 


ic. 


4. Who in SL do you admire most? 
Well. my favorite otter is Scottius Polke 
and my favorite intuitive is Tricia 
Aferdita. But then there is my favorite 


DJ, Lynda Ultsch, and my favorite sex 

bomb, DJette Chronos Ghost. Oh and my 
favorite pink, Fuschia Nightfire... I can't 
do this question, the list is just too long. 


5. What character trait do you have in 
SL that is furthest from your RL 
personality 
Trun around naked in SL quite often, 
I can't say that happens as much in RL. 
Sadly 


6. Which character trait did you leave 
behind in RL? 

Tean't leave any of me behind. I am too 
transparent, Tam just as complex and 
moody here as I am in RL, despite my 
efforts to be continuously perfect in every 
way 


7. What is your weakness when it comes 
to spending your Linden dollars? 
Clothing. Aargh! 


8. What is your favorite place in Second 
Life, and why 
My house, because it has killer vibes. 


9. What scares you the most in (or about) 
Second Life? 

Tam afraid that my skill set won't develop 
as fast as SL is changing technically, and 


that my art will be left in the dust because 
of it, Even taking photos in SL has 
become a very complex, technique 
oriented process, and I fear that my art 
Won't be enough to compete with the new 
art I see being created using SL as a 
medium. [wonder how long real life 
paintings will remain interesting to people 
in the face of this change I've perceived 
over the last years. 


10. What is your secret pleasure in SL? 
Not telling! 


11. What would it take to 
drive you out of Second 
Life? 

Extreme technical meltdown 
or natural disaster. 


12. What one word would 
you use to describe the art 
community in SL? 

Eclectic, 

13, What are you most proud 
of in SL? 

My buildings. 

14. Ifyou built a sim from 


seratch with unlimited 
shat would it be 


Winter 


"Autumn! exhibit at Kelly Yap 
Aut Gallery 


bit /maps secondlife com/second 
life Healy/147/18/129 

Winter @ Virtual Chelsea Hotel 
http //maps secondlife com secondlife Lanestris 
GO/L99/ 104 
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Nightfire Gallery at Avalon 
http: //maps ondlife com/secondlife/Ars®o20L. 
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Nightfire Erotic Gallery 
hitp:/maps secondlife com/secondllife/Ars®020L, 
vunga/15/174/27 


Gurls Murals 
http://‘maps secondlife.com/secondlife/Vade®020 
‘Mecum/110/ 
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that defies categorization. She 

brings us one unique and unpre- 
dictable creation after another. Maya 
specializes in exquisite large-scale in- 
teractive 3D installations, and it’s easy 
to take her exceptional art at face value, 
as imaginative, spontaneous and fun. 
Oh, but youd be missing so much. For 
you see, Maya enjoys opening people's 
eyes, presenting stunning, vibrant in- 
stallations, but educating all the while. 
Above all, Maya Paris is a master 
storyteller, and she has many wondrous 
stories to tell. 


Mis Paris is one of those artists 


And don’t be taken in by her frivolity. 
Maya is making some very serious 
statements and wherever she trains her 
focus, we are sure to learn and benefit. 
An institution in the SL art world, 
Maya has been plying her art here for 
years. For those of you who are familiar 
with Maya’s keen eye and satirical wit, 
you'll appreciate this intimate peek into 
her world. For those of you being in- 
troduced to this SL original for the first 
time, all I can say is you're in for an 
eye-popping ride. 


Maya invited me to her exotic and 
fanciful installation, Veparella, for this 
interview. There we were, sitting on 
two enormous red chairs, particles fly- 
ing every which way, Maya with her 
impossibly tall beehive, studded with a 


ripe banana, she was clearly in her ele- 
ment, 


Jami Mills: Maya, thank you for taking 
the time out of your schedule to meet 
with me and to let our readers get ac- 
quainted with you and your wonderful 
work, 


Maya Paris: Thanks for asking ;) 


Jami Mills: I first became aware of your 
work later in your SL career with The 
Path, a collaborative work that Bryn 
Oh organized in the surrealist “exquis- 
ite corpse” style, featuring nine artists 
(Bryn Oh, Scottius Polke, Marcus Ink- 
pen, Colin Fizgig, claudia222 Jewel, 


Rose Borchovski, Desdemona Enfield, 
Douglas Story, and of course yourself). 
But you have been very prolific over 
the years. Your first major installation 
in SL was a work called Flaming Wild- 
cat Choir for the 2008 Burning Life ex- 
hibition, featuring interactive bouncing 
wildcats with custom sounds. It must 
be hard to believe that was nearly four 
years ago. How would you say your 
work has evolved from earliest days of 
your flaming wildcats? 


Maya Paris: Burning Life 2008 was full 
of extraordinary builds. I was next 
door to Dizzy Banjo's build I/O and he 
very kindly gave me a tour of his exhib- 
it which included a jaw-droppingly at- 
mospheric pod-ride into the sky 
accompanied by a custom soundtrack. 
That and many of the other builds gave 
me a much better understanding of the 
potential of working in an immersive, 
virtual space and the excitement of in- 
teractive builds. We can do so much 
here that is just not possible in the tan- 
gible world, including hanging you up- 
side down and whirling you around 
without the need for public liability in- 
surance. The bouncing wildcat was my 
first experiment with scripted inter- 
activity and I'll admit to having jumped 
around the room when it worked. 
Since then I've spent a lot of time get- 
ting to grips with what scripts can do. I 
have no background in coding, so star- 
ted with what I call my junkyard pro- 


cess, which meant dismantling 
moddable items, repurposing them (I 
turned a hot tub into a swirling, wob- 
bling skirt) and learning what they did 
as I went along. It's all been a gradual 
learning process of finding out how to 
make particle effects, animations, 
sound effects and textures that work ef- 
fectively and smoothly in SL. One of 
the great things about being here is 
how helpful and generous people are 
with their time. I owe a lot of people a 
big thank you. 


Jami Mills: Well Maya, all of your fans 
owe *you* a big thank you, too, Since 
The Path, you have participated in sev 
eral collaborative efforts, Your most re- 
cent being another ambitious Bryn 
Oh-curated collaboration, The Cube 
Project, which featured over 25 artists 
and was exhibited over an amazing 20 


sims! Due to the obvious challenges in 
tying up 20 sims, it was only exhibited 
for 10 days and just closed a month 
ago. How do you like the collaborative 
process, and how different is it working 
with other artists, as opposed to creat- 
ing work entirely on your own? 


Maya Paris: I'm a fairly solitary builder 
most of the time, so it's a pleasure to 
work collaboratively. My first experi- 
ence of it was an impromptu experi- 
ment with Misprint Thursday, and I 
came away amazed that we could sit at 
our compute 3,000 miles apart, 
building on the fly, laughing, experi- 
menting wildly and creating something 
together. The Path was a very interest- 
ing challenge - to create a 
storyline, to bring all the elements to- 
gether and to coordinate all the artists 
in different time zones. Bryn did a 
fantastic job of coordinating everyone. 


over 


loose 


Jami Mills: She certainly did. The Path 
was so well received, that I understand 
Bryn has put together The Path II. 


Maya Paris: Yes, another great series of 
collaborative works. 


Jami Mills: The Exquisite Corpse 
format must be very intriguing, espe- 
cially when your colleagues are so tal- 
ented. 


Maya Paris: It certainly was. We took 


some time at the start to create a note- 


card with a rough outline of the "story", 
which was a fascinating process. 


Jami Mills: And Bryn started it off, but 
purely by chance....did you draw lots to 
see what order you went in? 


Maya Paris: Bryn had devised a process 
where we chose coloured cubes to sit 


on, which had an order we were un- 
aware of, but that was subject to some 


re-adjustment as we went. 


Jami Mills: The Cube Project, which just 
closed September 1, was another col- 
laboration you were involved in, Bryn 
said she wished it could have stayed up 
longer than 10 days, but the sims had 


to be re-allocated to other artists. 
Linden Endowment for the Arts (LEA) 
has provided you with several oppor- 
tunities to exhibit your work — pieces 
that would never have been seen the 
light of day otherwise. How well do 
you think SL artists are supported here 
in SL and are you satisfied with how 
the LEA distributes the crucial exhibit 
space? If there were room for improve- 
ment, what problems need to be ad- 
dressed first? 


Maya Paris: I've had much more sup- 
port in SL than I ever expected - from 
art groups, individual curators, and 
educational institutions like Kans: 
University and Santa Barbara City Col- 
lege (California), which have provided 


me with studio space. I'm massively 
grateful for that. People are putting an 
enormous amount of energy into the 
arts in SL and I include the LEA com- 
mittee in that. I think they're doing a 
great job. They're also a new body (all 
volunteers I might add) and are ad- 
dressing problems as they arise. They 
conducted some thorough feedback 
after the last round and 
listened to everyone's ideas for im- 
provement. The layout of the sims 
seems to have been the greatest cause 
for concern and that's been changed for 
the next round of artists. In the new ar- 
rangement, every sim has water on two 
sides. 


Jami Mills: I was surprised to find so 
many of your works currently access- 
ible to everyone. You have your 
Veparella piece (where we are having 
this interview), Sexicality, Light Bird, 
and Le Cactus. You have been very for- 
tunate to have so much of your work 
available to the public, 


Maya Paris: I am. The SBCC sims are 
run by Liz Russotti, chair of the Santa 
Barbara City College graphics depart- 
ment, and she's been happy to host 
both Veparella and Le Cactus for much 
longer than is usual, and Lightbird is at 
installed at Minerva Island, Ohio State 
University's Department of Women's 
Studies teaching and research space, 
run by Ellie Brewster (Dr. Sharon 


Collingwood). 


Jami Mills: Do you think that educa- 
tional institutions are a good place for 
an artist to seek help with exhibit 


space, or do you think private patrons 
work as well? 


Maya Paris: I've had good experiences 
with both. My first large build was at 
Zachh Cale's project 
had the pleasure of building at Dividni 
Shostakovich's Split Screen, I recently 


Z and I've also 


made myself a notecard of everyone 
who has asked me to exhibit, or helped 
in some way. It's VERY long :)) We'd be 
here all night if I listed them all, and I 
y from that feeling astonished 
that there are so many people out there 
working for the love of it. 


came awa 


Jami Mills: (smiles) Your art has been 
described as “quir “light- 
hearted”, with one reviewer even calling 


and 


it “loopy”! These are all very apt de- 
particularly liked the 
beginning of your 
2011 piece, Veparella, 
where you introduced 
the main character as 
“a scissor-wielding su- 
perhero unleashed in 
a freak sewing acci- 
dent”, Your work is 
very playful and 
whimsical, but that is 
not to say loose or un- 
focused. On the con- 
trary, You infuse an 
enormous amount of 
energy into your work 
and devote a great 
deal of time to details 
that might be over- 
looked as first glance 
by the casual observer. 
It is hard work to 
make things look free 
and easy, isn’t it? 


scriptions, I 


Maya Paris: Yes. If it looks easy, then 
T'm doing my job right. 


Jami Mills: Your work is so eclectic, it is 
hard to put it in any particular cat- 
egory. It almost seems as though your 
pieces might have been created by dif- 
ferent artists, they are so unique. But 
one thing seems to come through in all 
of them that tie them together....they 
have a sense of humor and celebrate 
the fun aspects of life. You don't take 
life very seriously, do you? (Smiles) 


Maya Paris: This might come as a sur- 
prise, but I take life rather more seri- 
ously than people might expect. I think 
that humour is a great vehicle for seri- 
ous ideas. I see my Crash Bang Trollop 
and Celebrity Blow Your Tits Off builds 
as satires, The first was a commentary 
on the crazy tornado that is the beauty 
industry, and the second a humorous 
side-swipe at our obsession with 
celebrity culture. 


Jami Mills: You’ve been very busy in 
the last year, beginning with The Path 
last October, Quick Quick Soon at In- 
teract, Le Cactus at Virtual Montmartre 
and SBCC, Crash Bang Trollop at LEA 
10, Light Bird at Minerva Isle (Ohio 
State University), Celebrity Blow Your 
Tits Off at LEA 10, and The Cube Pro- 
ject. How do you find the time? 


Maya Paris: Well I love working here, 


so i've managed to squeeze it all in 
somehow. 


Jami Mills: So you are being pulled in 
more than one direction, by more than 
one world, from your very first major 
work, Flaming Wildcat Choir, you have 
introduced interactive elements into 
your pieces, which by their nature grab 
the viewers and pull them into the ex- 
perience. You don't seem to be satisfied 
with presenting a piece for observation 
from a distance. Describe for our read- 
ers what appeals to you most about the 
interactive qualities of your work, 


Maya Paris: I see SL as a new kind of 
public space, a space of possibilities, It's 
about accessibility, engagement and the 
players customizing their own experi- 
ence. So interactive builds are central to 


that idea. They don't come alive until 
people are there, like participatory per- 
formance or theatre. I love seeing what 
people then do, creating their own 
scenarios, their own unpredictable in- 
terpretations, There have been time 
I've laughed until my face hurt, watch- 
ing the insane creativity going on. 


Jami Mills: You also seek to educate. In 
Le Cactus, you direct your viewers to 
biographical information about 
Josephine Baker and Valaida Snow. I 
had never heard Valaida before. She's 
amazing! 


Maya Paris: Isn't she? I hadn't heard 
about her either until I started re- 
searching for that project. I was asked 
to make something for the Virtual 


Montmartre sim, which is part of a 
joint educational project by Dr. Bryan 
Carter of Central Missouri State Uni- 
versity and the Sorbonne, Paris and Le 
Cactus was the result of that. The Vir- 
tual Harlem and Montmartre sims are 
linked and co-sponsored by the Na- 
tional Black Programming Consortium 
and the Government of Norway. One 
of my SL highlights was a tour of virtu- 
al Montmartre that Dr. Carter and the 
team gave for a group of students in the 
Sorbonne (RL classroom). I was able to 
accompany them and listen to an artist 
who lives on a remote hillside in the 
Caribbean talk about her paintings. It 
was just an extraordinary thing to be 


able to do. 


Jami Mills: Le Cactus is a wonderful ex- 
hibition. Many people have speculated 
that until virtual art can be monetized 
and gallery owners can figure out how 
to profit from its sale, virtual art will 
continue to play second fiddle to the 
traditional visual arts. What do you see 
as the future of virtual art? Does the 
difficulty of marketing it actually end 
up giving it a purity that might be lost 
if it had more substantial commercial 
appeal? 


Maya Paris: Is art only valid if you can 
sell it? Is what we are making "virtual" 
art ? The space is virtual but the art is 
as real as any other. Will the 19th/20th 
century concept of a commodity-driv- 


en art world survive in the 21st cen- 
tury? My favourite art experience this 
year is Turner prize-winner Jeremy 
Deller's Sacrilege, which is part of UK's 
2012 festival http://sacrilege2012. Sac- 
rilege is a large-scale bouncy-castle ver- 
sion of Stonehenge, once a public 
"monument" with free access for all, 
and now tightly controlled and “un- 
touchable", so there is a certain irony in 
making it "bounceable" :) 


Jami Mills: My goodness. You have 
asked so many thought-provoking 
questions. Perhaps “virtual art" is a 
misnomer. Would “digital art" be more 
accurate, for I completely agree, it is 
very real and very good. 


Maya Paris: Yes, it may be being used 


for convenience, but I don't distinguish 
between work I made for, for want of a 
better word, "real" space and this virtu- 
al platform. 


Jami Mills: What makes this world "vir- 
tual" is less applicable to artists and 
writer: 


Maya Paris: Exactly. 


Jami Mills: This interview is no less 
valid in SL than if it were published in 
The New Yorker. 


Maya Paris: I'd like to include a quote 
from Jeremy Deller (‘Turner prize-win- 


ner) as I think it's relevant. 


Jami Mills: Please. 


Maya Paris: Jeremy Deller: "The single 
most significant new platform for cre- 

y is the Web, with its immediacy, 
its democratic ability to reach new 
audiences." 


Jami Mills: I like that. 
Maya Paris: Me too ;) 


Maya Paris: I'm hoping we are on the 
brink of a culture of inclusion. 


Jami Mills: Musicians all over the world 
are having to tour to make money be- 


cause the old way of selling records has 
been completely transformed by the 


Web. With technological tools (like Pro 
Tools) available at affordable prices, the 
world of creativity is opening up to 
countless people who would otherwise 
not have a platform. It's very excitin; 
amazing musi 


There are some simply 
cians performing in SL. I hope you've 
had the time to hear some of them. 


Maya Paris: I have. In my early days in 
SL (when I was still rattling around try- 
ing to figure this place out), I went to a 
lot of concerts and was flabberga 
that I could sit and hear people 


ming in Canada from 
my home. 


Jami Mills: The old 
paradigms are disap- 
pearing at an aston- 
ishing pace, I recently 
heard three musicians 
hook up from dis- 
parate places around 
the world and per- 
form a live, real-time 
concert. Who'd have 
thought that — was 
possible just a few 
years ago? 


Maya Paris: Exactly :) 
Yes, it feels like the beginning of a sea- 
change and it's an exciting place to be. 


Jami Mills: Speaking of music, you use 
sound very effectively in your work. 
How important is sound in your 
pieces? 


Maya Paris; It's a very important com- 
ponent in creating atmosphere. The 
music that accompanies this piece (in 
Vaparella) on the media stream was 
written by a RL composer friend, Emily 
Wilkins. 


Jami Mills: It's very effective. 


Maya Paris: Yes, she did a grand job 
with the slightly strange brief I gave her 


) 


Jami Mills: Smiles. For the technical 
geeks within our readership (and I as- 
sure you, they are legion), can you de- 
scribe the software and hardware you 
use, and speak about some of the chal- 
lenges working in the SL environment? 


Maya Paris: Mac - Firestorm is pre- 
ferred viewer (great build-tools), Auda- 
city and Garageband for sound. 
Photoshop and Gimp for images. 
Qavimator for animations - and wrist- 
ache. 


Jami Mills: Hahaha. Carpal tunnel syn- 
drome? 


Maya Paris: Not quite, but on the verge 


sometimes:) 


Jami Mills: You have written about oth- 
er virtual worlds (grids) and “hyper- 
gridding” between those worlds. Are 
you, like claudia222 Jewell, doing any 
work on grids other than SL? And if so, 
could you describe how you perceive 
the differences. Do you think “hyper- 
gridding” between SL and other grids 
will become more commonplace in the 
future? 


Maya Paris: There are still some tech- 
nical difficulties in creating standalone 
virtual worlds (stability and lack of 
physics for example), but I've experi- 
mented on other grids and there's some 
very interesting work going on, partic- 
ularly Mare Moana's AIRE project and 
Alpha Auer, Selavy Oh and Max 
Moswitzer's La Plissure du Texte on 
NGrid (http://Ipdt2.blogspot.co.uk/_ ). 
T'd like to think that hypergridding will 
become more commonplace. (Not pos- 
sible into SL at the moment.) The main 
advantage I see in creating your own 
stand-alone grid is autonomy and be- 
ing able to export and preserve your 
prim-based work from SL (great mesh 
creators like claudia can be much more 
flexible). The disadvantage is sparse 
population. Nothing beats SL at the 
moment for access to a varied world- 
wide audience. 


Jami Mills: claudia mentioned to me 


that she showed you Cloud Party and 
was explaining how it worked. Is that 
something you think you might try at 
some point? 


Maya Paris: I have tried it and think 
that it's most useful for those working 
with mesh. I would also say that their 
introductory tutorials are excellent. 


Jami Mills: From your 2010 work Piezo, 
we learned how deep your commit- 
ment is to sustainable technology. You 
provide links for your viewers to access 
information about how to more re- 
sponsibly consume the world’s precious 
resources. Have environmental issues 
always been an important focus of 
yours? 


Maya Paris: Yes, I'm a windpower lov- 
ing cyclist. 


Jami Mills: Maya, I can't begin to ex- 
press how much fun this interview has 
been and how informative your 
thoughtful responses. On behalf of all 
of our readers, thank you and we look 
forward to many new and wondrous 
works from one of the most exciting 
artists in SL. 


Maya Paris: Thank you so much! It's 
been a pleasure. 


© 2012 All Rights Reserved 


hotography 
Jami Mills 


photo by Cat Boccaccio 


lieve myself. It really has come to 

this: I measure my day in terms of 
you. My morning, when I stumble out 
of bed, have the two mugs of coffee it 
takes to get me going, that is your 
lunchtime, and you will be in SL. My 
lunch is often just a break in the day 
with no meal, but 


I look at the clock, and I can't be- 


time. And I hate it. I hate it because I 
know you mean well, look for my com- 
pany, you want to spend time. I hate it, 
because it costs me so much to feel the 
disappointment in your responses. I 
hate saying no and it upsets me when I 
do. I say no, and then I'm unhappy and 
spend my time staring at a virtual wall. 
Or floor. Or something. Anyway, I'm 
not doing what I had hoped to, which 

could have been 

tweaking a few 


I want a conver- | felt like you reduced ME prims, idly chat- 


sation. That is the 
end of your 
workday and you 
will be in SL. My 
afternoon _ low, 
when it takes some more coffee to keep 
me going for another round, that is 
your late evening, and you will be in 
SL. And then, my midnight when I get 
drowsy, that is your morning when you 
come to SL before your day starts. My 
friend, I'm acutely aware. 


When I log on, I look at my friends list. 
I've come to expect the ping and your 
IM box opening up. There you are, 
again exercising your power. The 
power to make me say no. True, I 
didn’t always. But I did most of the 


to those parts that were 
interesting to you 


ting with a 
friend, writing 
something, — or 
taking a photo. 
Nothing — goes. 
This is the effect of saying no: it leaves 
me powerless to get on with my life. 


I admit, I have been avoiding logging 
on at "your" times, because I didn't 
want to have to do that again. Instead 
of logging on, I sit around in RL. Stare 
at walls. Or my floor. Or out the win- 
dow. Or something. Being sad I didn't 
see my friends, didn't work on my 
builds, did not do what I wanted to. 
"No" stops me cold. In other words, 
YOU stop me cold. 


If I say yes, we'll stare at a sunset or go 
sailing. But if I want sunset, I can go 
out on my porch once a day, with a 
glass of iced tea and a citronella candle, 
and take it all in, sitting under tall old 


edge every time you do. But I'm so hor- 
rible at telling you off, and I clammed 
up. Either way, I feel I lose to myself 
and to you. If I say yes, I get what I 
don't want. If I say no, I get my guilt 


trees. If I want ee for the 

oo be on a lay. 

beat wel, 1 YOur IM box hung there 

have a kayak ; . Why on earth 

that “dont IN the upper right hand is tha at so 
- complicated? 

sean a Corner Of my screen, the Remember, 


Sunsets and 
boats are 
simply _ better 
in RL, and all 
SL ever 
achieves is to remind me of it. That's 
why I don't come. 


And if I come, you will make an ad- 
vance that I will turn down. Why? To 
win my heart, you have to win my 
mind first, and you haven't. Once, 
when I was puzzling over something 
you said, "Hun, you think too much." I 
remember getting in your face about 
saying that. I felt like you reduced me 
to those parts that were interesting to 
you. I laughed and made a joke, trying 
not to be hard on you. I apologized, I 
shouldn't have. I was angry, and I 
should have been honest and made you 
feel it. I don’t think I told you that I ab- 
solutely hate to be called "Hun". My 
bad, because you keep calling me that, 
and it sets me on 


yellow bubble a 
constant reminder 


I'm trans- 
sexual. I was 
a man once, 
at an uneasy 
peace with 
myself. I have received the very same 
treatment I'm dishing out. I remember 
oh so clearly. Once I called a girl I 
liked, and had her roommate on the 
phone. Roomie said I was objectifying 
my friend. I didn't get it then, and said 
something tremendously smart, like 
"Huh?" I remember vividly how I felt, 
and how little I liked it. I hate doing 
that to anyone, which is why saying no 
to you costs me so much today. I know 
you are basically nice. I don't want to 
hurt you. And I cannot do anything 
else. 


In the end, two things happened. One 
late evening, I had a distraught friend 
in my arms and we needed to talk, then 
and there, and without interruption. 
You called, and your IM box hung 


there in the upper right corner of my 
screen, the yellow bubble a constant re- 
minder, But I couldn't. Not that time. 
The next day, I asked my friend and 
sometime advisor what he thought I 
could do, It all came out at once. And 
his reply was that there was no upside 
for either you or me in continuing this 
game. It feels good to be told what I'm 
already thinking. But by then, I had 
worn myself down, I dreaded the final 
confrontation, the letdown, the feelings 


of guilt that would surely come. I hated 
the thought of it. 


But I hit the mute button and stopped 
speaking altogether. I know, that wasn't 
fair. I'm not proud of myself. But ima- 
gine: You would have asked what to do. 
And I might have said, nothing. Just 
please, please, don't make me say no. 
Not again. 


CAT 5 BEAC 
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Musings on 
the Fall season 
by Harry Bailey 


it is the most amazing season of 

the year. From that first hint of 
changing leaves to the Winter Equinox 
that became the basis for so many great 
holiday traditions, emotions fill the 
crisp, soon to be frosty air. 


F all is in the air, and for this writer 


Some may disagree with my sentiments 
regarding Fall, and opt instead for the 
wonderful Spring season. But I have 
found that in SL, sims seem to compete 
to be the one bursting most with Fall 
colors, Halloween preparations, and 
back-to-school sales, 


I have always felt 
that our second lives 
were meant for Hal- 
loween. Just think 
about those youthful 
days gone by and 
consider —_ walking 
door to door, or go- 
ing to parties to dine 
on a visual feast of Halloween eye- 
candy! Consider for a moment tele- 
porting across the vast lands of Second 
Life, and consider that you quite often 
shop alongside, dance with and be- 
friend a vast cast of vampires, pirates, 
princesses, gangsters, robots and 
celebrity look-alikes to name just a few. 


Does this mean to imply that we are all 
out constantly looking for the "Trick or 


Treat" at the end of our adventures each 
day? Or is it just the opposite? Sedona 
Mills in one of her recent blogs (Sedo- 
namills.blogspot.com/) about Second 
Life mused: "One of the interesting fa- 
cets of Second Life is that we get to 
portray ourselves exactly how we wish 
to be seen... I look at Sedona as an ex- 
tension of myself in many ways. She is 
the personification of the perfect vision 
of a woman, in my mind." 


This Perfect Gentleman postulates that 
we are actually a bit of multiple cultures 
in Second Life, just as we were in our 
youth. As we wished we could be Su- 


perman, a Teenage Mutant Ninja 
Turtle, Snow White, Twilight's Edward, 
Buffy the Vampire Slayer, or even the 
Perfect Gentleman, have we perhaps 
molded ourselves in the image of those 
models? 


Sedona opines: "Do some people not 
care how they present themselves or 
care what first impression they make 
with others? Is this, in fact, the ‘person’ 
they want others to see representing 


their real master tugging on their 
strings? Or do they just feel Second 
Life is not real in any respect? That it's 
just a game or simulation, or a place on 
the Internet to find pixel sex?" This 
gentleman reflects asking: Are celebra- 
tions like Carnival, Mardi Gras, and 
Halloween just a "game" meant for one 
night as it was centuries ago - to go 
around in masks and have hidden, an- 
onymous “affairs of the heart”? 


I know this Perfect Gentleman will give 
a lot more consideration to the selec- 
tion of his Halloween appearance this 
year. In years gone by, I have drifted 
across SL on Halloween dancing as 
Snoopy, Darth Vader, a tuxedoed 
pumpkin-head, a jungle explorer and 
even a cowboy completely clad in 
snakeskin attire! Was I thinking that 
this was only a game? Do I have a hid- 
den desire to walk the world as an all- 
powerful alien? Okay, I did go to a 
party in Real Life one year as Yoda and 


pulled it off quite effectively (but that 
is, of course, TMI for you readers). One 
thing I do feel confident of is that it 
should be readily apparent I am not 
looking for that nameless, faceless af- 
fair of the heart. I mean, really: Snoopy, 
Darth, and punkin' head? 


As you begin your costume shopping 
excursions, give a bit of thought to 
what you want from that one-night 
"look" and how that fits the rest of your 
SL experience. I mean, really, when you 
can be Marilyn Monroe one night and 


a vampire the next, what will set you 
apart this Halloween? More import- 
antly, are you looking for Tricks or 
Treats as October 31st presents itself? 
Perhaps more importantly, are you 
hoping to provide "treats" on that spe- 
cial night or will you be "tricking" with 
as many as possible across the grid. 


And before you answer, remember just 
as in that other life, November Ist al- 
ways dawns, and all reverts back to 
"normal," however you define that. 


This Perfect Gentleman looks forward, 
with high hopes, that all he encounters 


on that night - just as every other night 
- feels that the time we spend together 
is a treat! Do let me know if you find a 
good site to "bob for apples"! 


a monthly advice column by 


Gudrun Gausman 


Dear Gudrun - 


I want to be a cat, I want the fur, the 
flexible bones, the speed and agility, 

the jump, the eyes, the elegance. I 
know you may think this is peculiar, 

but I'm just not very happy as a reg- 
ular human. I do not feel that I 
could perform in a crisis, either to 
help myself or help others. I'm a prisoner 
of my brittle and weak - and ugly - hu- 
man body. 


I was watching my cat hunt something 
the other day (I'm not sure what). He 
ran like lightning and changed directions 
on a dime. Cats can easily run 30 m.p.h. 
and zig zag like crazy. If I tried to change 
directions while running, I would fall on 
my face. Cats can compress their chest 
and shoulders to get through a crack. 
And spring from a sitting start to nine 
times their height, and right themselves 
in mid-air. Anyway, I know I can't be 
exactly like a cat. I just want to be as 
cat-like as humanly possible. I know I 
like many of the same foods as my cat. 


I think that maybe being an SL Neko 


might help satisfy this need. What IS a 
Neko, anyway? 


And what type of Neko should I be? 
Please help... 


Kock-a-doodle Kitty 


Dear Kitty - 


Wanting to be a cat is totally under- 
standable, and acceptable! Many of us 
have remarked upon the fact that cats, 
unlike people, are almost always beau- 
tiful. 


Neko is the Japanese word for a do- 
mestic cat. Because cats are so exquisite 


and magical, they are often considered 
to be female. From kitty ears and tail to 
fur, claws, and whiskers, they behave in 
a kittenish fashion, But Nekos are not 
all girls, and boy Nekos are not neces- 
sarily gay. But boy Nekos are a minor- 
ity. I say so, 


Are Nekos femme? Misconceptions are 
in part fostered by usage of the term 
Neko. In Japanese gay slang, "Neko" is 
equivalent to "femme" (i.e., the more 
feminine member 
of a lesbian rela- 
tionship). It's also 
equivalent to the 
bottom or passive 
partner in a male 
homosexual rela- 
tionship. But there is a real femme ys. 
nonfemme debate, Cats are sensual, 
lithe, seductive, cuddlesome... all traits 
usually attributed to the fairer sex. On 
the other hand, a cat can be sinewy, a 
hunter, a stalker, a predator... traits gen- 
erally ascribed to males. 


Anyway, the basic definition we will 
use for the SL Neko focuses on attitude. 
In "furry", which is NOT what I am 
discussing here, Neko is used to refer to 
nekomimi, otherwise known as catwo- 
men, found commonly in anime and 
manga (and movies). Maybe, in fact, a 
catwoman is what you want to be, but I 
doubt it. Neko is probably more fun. 


Cosplay, short for "costume play", is a 
type of performance art in which parti- 
cipants don costumes and accessories to 
represent a specific character or idea. 
Cosplayers often interact to create a sub- 
culture centered around role play. A 
broader use of the term "cosplay" applies 
to any costumed role play in venues 
apart from the stage, regardless of the 
cultural context. Neko is not cosplay... 
Nekos only hint at catness... It's their at- 
titude that makes them kitties. 


Friends tell me 
that being a 
Neko is a calling, 
it's as simple as 
that... Many that 
claim to be Neko 
don't actually understand what it 
means. Most go out and get a set of ears 
and a tail because they think it looks 
cool... That’s not being Neko. It's a 
touchy subject because loads of people 
think they are Neko and they aren't. It's 
not for everyone. You need DESIRE to 
be a Neko, Only serious people need 
apply. And to me, Kitty, you seem to fill 
the bill. 


Don't be overwhelmed by the Neko 
gear choices available in SL - besides 
attitude, ears and a tail are all that's 
really needed. Other items are totally 
optional, and are best used simply to 
set yourself apart from the "herd" (par- 
don the expression). 


So you've got your 
ears and tail... But you 
only need two ears on 
your kitty head, so for 
Felix's sake find a 
hairstyle that hides 
your human ears. 


Whiskers - Rarely seen, but adorable. 
Paw Boots - You can leave a trail. 


Cat's Eyes - For the more advanced 
Neko... 


Skin - For some amazing statements 
like tiger stripes, furry bellies, and cat- 
fight wounds... 


Collars - Wear one if you want to be a 
pet. Wear a bell if you don't trust your- 
self, or if people accuse you of sneaking 
up. 


Equipment Belts - May contain food, 
gadgets, toys, or weapons, depending 
upon your frame of mind. 


Backpacks - These are not just for stu- 
dents and librarians. They're very cute 
on any Neko. 


A/Os and HUDs - 
For catlike move- 
ments and 
sounds. 


So what are the main 
types of Neko you can 
be? Being a Neko is 
much like being a cat 
in the Real World. 
(Those of you who 
actually ARE cats will know exactly 
what I'm talking about.) 


Steam Punk Neko - Victorian with fant- 
astical gadgetry... What the past would 
look like if the future happened sooner 
or never happened at all. You can fig- 
ure this out, LOL. Just look for steam- 
punk. 


Post-apocalyptic Neko - Who will be left 
after an existential catastrophe? Prob- 
ably cats, Grab your gas masks and 
guns, 


Grunge Neko - 'The thrift store aesthet- 
ic, unkempt kitty. 


The cutesy sexy Neko - These people 
really want to be cats, and go around 
with their tails stuck up in the air (or 
twitching amiably... or seductively). 


And of course there are tinies, the 
cutest of all, a rollicking bunch of 
childlike fun-lov- 
ers. 


Also, 
Nekos, 


many 
having 


exhausted the cuteness of kitties, be- 
come bunnies, if only to hear the threat 
"Do , or the bunny gets 
it!" 


Now all you need to do is start hanging 
out with others of your kind. Observe 
and emulate their behavior. 


Being a Neko is serious business, but 
this mustn't detract from the simple 
fun of "catness" or just being able to 
fool around. Interspecies mating. Neko, 
elf, fae, furry, human, android, Gorean, 
vampire, demi-god. Gay, _ lesbian, 
tranny, str8, It's all part and parcel of 
SL. As long as we all respect each oth- 
er's needs. Each and every human be- 
ing in the entire world, be it the real 
world or metaverse, has something that 
somewhere someone else feels is weird. 
If people try to marginalize any group, 
try to stop them from doing as they 
please, well, sooner or later those 
people will find themselves on the oth- 
er side of the glass. I do believe in tak- 
ing these things seriously. On the other 
hand, just let's remember where these 
versions of reality and flights of fancy 
all exist. 


Also, I haven't quite figured out wheth- 
er or not being what is colloquially 
known as a "cougar" qualifies me as a 
Neko or not... ? 


TC ~ Gudrun 


What is a Neko? 


At the dawn of time Mother created 
the angels. Being not "Her," they saw not 
all. Some saw Good, some saw Evil, thus 


they chose. 

In the following battle between An- 
gels and Demons, the few that did not 
choose got in the crossfire and lost Etern- 
al Life. 

Mother took Pity on them and gran- 
ted them Nine Lives. 
The lost Tribe. 

Too Sexy for Heaven, Too Sweet for 
Hell. 

Naughty by Nature. Adorable by De- 
fault. 
Neko! 
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by Crap Mariner 
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‘The train onit 


Racing toward 
an unnamed stati 
__ in an imaginary n: 


He: 
What am 
I here 

to prove? 


Should I 

not bea 
cormorant 
learning to 
watch water, 
listen with 
radar eye, 
or see with 
stone ear, 
then aim my 
arrow beak 
downwards 
until — she 


comes back, 
fish-sleek 

from an 
underworld 

of blue — 

her face-mask 
crowning 

with aqualungs 
and diving suit, 


a sunlit 
necklace 

of salt 
breaking 
like jewels 
across 

latex breasts. 
She shakes 
her hair 

and says: 


She: 

"Ah so brilliant 
down there 
with Neptune 
and Co. 


What? Yes, 

of course 

T met 

The Dude 
while spearing 
this sea-perch 
and checking 
my eel pots; 
and yes, today 


Cho 


for the first time 
I caught 

a glimpse 

of those 50 
sea-nymphs — 
naked rompsters 
in the sea-caves 
of your dreams. 
Yes, they are 

are original 
sluts of the sea 
all women 
should be 
jealous of. 


eo .by singh albatros 
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